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THE LADIES | 


As the Game of Whiſt has of late 
| years become ſo much the ton, that the 
youth of neither ſex are allowed, as for- 
merly, to {it down mere idle ſpectators | 
of it, but are hourly called forth to 
unite or combat with hoary veterans, 
long practiſed in the art; it is now as 
eſſentially neceſſary for thoſe, who ſhine 
in the higher circles of life, to be well 
acquainted with this Game, as to know 
how to dance, or poſſeſs any other po- 
lite accompliſnment. 

But though much merit is inſepa- 
rably attached to excellence in any of 
the faſhionable amuſements of life, and 

no ſmall degree of ſhame annexed to a 
_ diſgraceful failure in them, — yet few 
are found poſſeſſed of ſuch happy cou- 
rage and perſeverance as will enable 
them to engage in the attentive peruſal 


of the very ingenious obſervations of 
the acute Hoyle. 


Az A con- 


(3 

A Compexpium therefore of Her: 
and eaſy rules, not more than what are 
abſolutely requiſite to the proper attain- 
ment of a juſt knowledge of the Game, 
without his nice reaſonings and intricate 
calculations, which would with many 
only appear to obſcure the ſubject 
they were meant to illumine, is chiefly 
wanted, to prevent thoſe vexatious and 
blameable errors, which are too often 
ſeen to blaſt the juſt expectations of 
the good player, and make him, even 
againſt his own will, break out in uſe- 
leſs and mortifying railings, —or, in one 
word, enough to make him, who will 
be at the trouble to peruſe this little 
work, play With SATISFACTION 70 bim- 
ſep, and COMFORT 10 others. 
By reading theſe ſhort Rules it is 


2 | hoped, EVERY LADY WILL IN A FEW | 


| HOURS BECOME MISTRESS OF THIS | 
GaME.— But whether the execution of 
the deſign has correſponded with the 

intention of the author, mult be left to 
the impartial deciſion of a candid 8 
lic. 8 


1 
II. 


III. 
IV. 


_ 


A. IX. 


5 3 
XI. 3 
XII. The Laus of Whiſt - - ib. 


CONTENTS. 


| | Page. 
Of Leading Trumps - — 7 
Of Leading through an Ho- 
nm - - 9 


Of Leading up to an Hans ib. 


Oft Leading the-other-Suits 10 
Of making the miſt of a2 
band of Trumps, and 


how to get cut Trumps - 11 
Ot making the 1 in the 
other Suit: — — Is 


i N. v II. Of Returning the Lead „ 
a VIII. Of Playing Second, Third, 


and Fourth Hand = - 17 
Of Playing for the Odd * 
Track © = - 2 26 
General Max ims „ > "oY 
Calculatimms © - 5 


S — 
Let randem ſtrokes diſgrace our play no more, 
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"SECT. L- 


or LEADING TRUMP*. 


RULE 1. 
Low Trumps from a good hand; but 


never from a wwcak one. 


RULE 11. | | 
| Except. But if with a bad hand you 5 
: hold five trumps ; or your adverſary ruffs 2 


or you can Set out two for one; lead oft 


8&7 11M * 
= Hg: 


RULE IF, 
2. E. xce>t, Or if your game be ene 


though you hold but Dueen, or Knave, with 
one other, lead off the Honor, 


RULE IV. 


Having 2 — — lead the higheft Car * 
f of! „ | 


/ xmvie V. 


Ert. With a Sequence of Ace, King, | 
Queen, lead the loweſt, to ſhew your partner 
pour game. 


As met 


„ 
SEC 1. II. 
or LEADING THROUGH AN HONOR, 
— : 
„ 
As the advantage of leading ug an 
Honor conſiſts in the ang your partner 
fo fingſſe ®, you lead through your adverſary's 
honor andy, when you poſſeſs 10 honor ot 
your own, o, wiſh for trumps out. 
| > W Sce note (a) page 9. 
LS.» | 
Except. But having an infericy honor to the 
due turned u p, with but ohe other trump, lead 
off the Honor ; and thould that pals, the /n nall 
ä \ 


SECT. III. 


or LEADING UP TO AN HOXOR, 


. 
ie an Fn is turned up by your partner, 
and you are frrong in trumps, lead the 


ſmalleſt tramp you have; the beſt 1 weak | 
in th zem. 
RULE 


1 
nul 11. 

If an He is turned up on your right hand, 
and you hold Xing, Queen, Ten (), lead the 
King ; on return of trumps, play the Ten. 

© We have marked by a different character the 
Want of an intermediate card, which would have 
made up a ſequence, and which card we IN ESS, 


or, in other words, venture to play, having a bet= 


ter in our hand in the Tapes of gaining two or 
more tricks. | 


RULE I. | 
If a King is turned up on your right 
hand, having Queen, Knave, Nine, lead the 
Kuave, on return of trumps, next t play the 
Ni ine. 


RULE ' OY | 
Tube Queen being turned up on your 
right band, having Ace, King, Knave, lead 


the Xing; on return of n, play the 
5 Knave. | 


"RULE v. = 
0 The Knave being turned up on your right 
hand, Having King, Queen, Ten, lead the 
Ang: on return of ramps; play the Ten. 
| | RULE. 


„ 

„ een e 

The Tn being turned up on your rigs 
hand, having Queen, Knave, Nine, lead the 


Jueen; on —_— of trumps, play the Nine. 


' RULE VII. 

The Nine being turned up on your right 
hand, having Knave, Ten, Eight, lead the 
Habe; on the return 2 . play che 
— 


er. 


or LEADING THE OTHER SUITS. 


| RULE I, 
Les AD always from your longeſt ſuit, "MW 


ſtrong () in trumps ; wor y your ur ſtrongeſt ( ) 
x weak in them, 5 


(*) Strength i in trumps confiſis in foe ſmall trumps, 
or three trumps, with an honor. . 
(*) The Jongeft ſuit is that in which you have meſt | 
in number; the frronget that 1 in which you haus 
dhe * 2 | 


4. . 


4 % 
RULE II. 

Of a ſtrong ſuit, lead from a . rather 
than a Queen, and from either, rather than 
an Ace; but from Acc, Queen; — Ace, 
| Knave;—M£:ng, Knave; not till Forced, 


. + : 4 RULE I; „ 
Sequences are eligible leads. Of Se- 
quences, lead the highe/? card, unleſs you 
hold five of them, and are weak in | Trumps, 
in which caſe the omg cd 


OF MAKING THE MOST OF A HAND OF 
5 'TRUMPS. . 


1. 3 HEADED BY ACE. 


"> "RULE . 
: Having Ace, King, with one, two, thr, ee, 
or — , other nooks lead off a ſmall one. 


| Having Hee, King, 1 "0D or 72 King, 
Knave, with one or two other Tray, 
| lead 


Gn) 
lead off the King, and at ird hand fine/e 
the Knave : but ſhould hey be followed by 
three other trumps, lead off the King, next 
the Ace, & c. | . 
L RULE III. 
Having Ace, Queen, Knacs, with tis ot 
* trumps, lead off the Midge. 
RULE IV. 
"wi Ace, Queen, Tom, with one or try 
"ther e lead a 1 one. N 


2. WHEN HEADED BY kIx c. 

RULE v. 1 5 
Having King, Queen, with one, teos, 1er, 
or fear, other trumps, lead off a fall one.” 


RULE VI. _ 
Having King, Queen, Ten; or Xing. 
8 Ducen, Ten, with one or tio other trumps. 
lead off the King, fineſſe the Ten: but 
ſhould they be followed by three other 
trumps, the King, next the Queen, Ke. 


RULE vnn. 
"Maia King, Knave, Ten, with eue I: 
three other trumps, lead the Knave, 


= 


3. "WHEN HEADED BY QUEEN. 
Re (7 ie. 

Having Queen, Knave, with ene, te, 
three, or four, other trumps, lead the Qucen. 
Having Queen, Knave, Nine, with one or 
tus other trumps, lead off the Queen, fineſe- 

the Nine; but if followed by three other 
_ trumps, the Qucen, next the Knave, &c. 


4. WHEN HEADED BY KNAVE. 
RULE x. : 
Having Nate, Ten, with other trumps, 
lead the Knave, —_ pl 
RULE XI. 
' Having: Knave, Ten, Eight, with one, 
_ 70, or three, other trumps, lead off the 
 Knave, fineſſe the Eight: but when followed 
by four or more trumps, lead the Knave, next 
the Ten, &C, nr ns 5 


HoW 


„ 
HOW TO GET OUT TRUMPs. 
An exception to this mode of playing, to 
make the moſt of our trumps, is when we 
dcſire particularly, to get them ont. 
„ hr LL 
Should your partner at firſt ſetting off 


. ſhow himſelf deficient in any one fut, you 
may from thence fairly conclude, he has a 


long ſuit in ſome other, and ought therefore, 


: | as ſoon as poſſible, if frong in trumps, to . 


trump out, Vide Rule 11, Sect. 1. 


RULE II. 


. HAvING two or more following Honors (*), 
with ether trumps, play thoſe honors firſt, 
then proceed on to a third round of Trumps. . 


(% As Ace, King, Oucen,— King, Qucen,.— Queen, 
„8 5 | 


SECT. - 


2 


„„ 


1 
sECr. VI. 


or / MANAGING THE OTHER SUITS, 


* — 


: RULE I. 
Having an Ace along with four others, 2 
no good cards to bring in that ſuit, lead, if 


flrong in trumps, a ſmall. card ; N 


wear 1 in them. 


RULE 11. | 
Hoon King, Queen, with two or three 


ther cards, lead, if frong in trumps, a ſmall 


d; the ans A if weak \ in them. 


RULE 111. On 
Having Ace, King, Knave; or Ace, King, 
Knave, with que or wa others, lead off the 


King ( (), fineſſe the Knave (*): but ſhould 


(a) And having led off the King, you ſhould, in or- 

der to ſecure your ſuit, proceed next, if moderately 

Jtrong in trumps, with a trump. Conſult * I, 
rule i. Alſo Sect. IV. rule xi. 

£ ) But you are to fineſſe only, when ſtrong in trumps, 

or when the game has gone much againſt you, or 

when—Vide Sect. IX. r. ii.; alſo Sect. VIll. | 

"i 19 the note, 


(6) 
| hey be followed by three Oy the King, 
then the ee. 
RULE lv. . 

Having King, Qucen, Ten; or King, | 
Queen, Ten, with one or two others, lead 
off the King, fineſſe the Ten: but ſhould they 
be followed by three others, lead the King, 
(next, if ſtrong ! in e rump) then 
the E 

RULE v. 

ie Queen, Knave, Nine, with « one, 
doo or three others, lead off the Queen, fineſſe 


the Nine; but with four others, the Queen, 5 
then the Knave. 


SECT. VII 
or RETURNING THE LEAD. 
"RVLE l.. 
You return your partner's lead, when you 
have mo lead of your own; or when your | 
partner has trzaped out * ; or when having 


1 Played out werfe i 
won 


( 17 ) 
won with Ace or King, you can return a 


5 
court-card, | 


KYLE 0; 
| You do ner return your partner's lead. 
having a ſuit of your 9wn; or when after 
having won with a court-card, you can re- 
turn no other than a ſmall ane. : 
RULE 11, 

You return pen your left hand adverſary 
„is lead, when his partner has ſhown himſelf 
weak in it, and you youre poſſeſs no ged 
Ic ad of yr own. 


"SECT. YL © 
DF PLAYING SECOND HAND. 


RULE 1. 


1 ING Ace; King; Queen; or Thane; 
accompanied by one, two, or three other 
cards, s, play a ſmall —— 


yaa tl AT ets > 


6-1 
RULE II. | 
Having PE King, with orc, two, or three 
other . you want the lead), 
play, if firong in trumps, a {mall card ; the 


King, it weak in them. 


RULE t. $ 
Having A:-e, Queen; Ace, Knave ; or, 


Ace, Ten ,—along with Ine, two, or thy ce 
other cards, play a . one. 


RULE iv. 


Having King, Queen, with two or more 


cards (unleſs you want the lead), play, if 
ſtrong in trumps, a mal. card; the Queen, 


if Wear in them. 


RULE v. 


| Having Queen, Knave, with one, Or mare 
: cards, play the Knave. | 


RULE VI. 


5 Having turned up an honor, and holding 
_ with it two or more trumps, play. a ſmall 
| ns | 


1 


i, 


us 


£4 


if 


re 


6 190 
or PLAYING THIRD HAND, 
RULE 1. 


Ar third hand, ſhould your partner lead 


2 ſmall card, play your bet (*) ; and when 


returning his lead, give him your beſt rea 
mal ning . 
| * Of a Sequence it is underſtood the /-weſ? card. 
» Having Ace, Queen, you may however ſome- 
times Fineſſe the Queen, eſpecially if they are irumps, 
or you ſuſpect your partner's lead to be a forced one. 


F 

Having Ace, with but ane other of that 
tuit, ſhould your partner lead the Kong, take 
it w ith the Ace, and return him your ſmall 
ene. 


RULE III. 


. an in inferior court card to the ane 
vour partner has led off, with but one ther 


of that ſuit, and a praſpect of getting out the 
_ trumps, it is good play to throw away the 


ftrength from your hand, by playing to 1 


_ your court=card, 


B 2 oF 


120 
or PLAYING FOURTH HAND, 
VVV 
Ir a King is led, and you hold Ae, 
"IO Ex with one or two others, play a ſmall 
onc. | 


SEC Y. IX. 


OF PLAYING FOR THE ODD TRICK. 


' RULE 1. 


Wren you ſee a high orobability of 
fcoring two by honors, being two, or ſeven, 
of the game, you play then only for the od! 
trick; as you do when at four, or nine; or 
when not aiming to ſave your own lurch; 
or end the game; you ſtrive, by gaining the 
odd trick only, to prevent your adverſaries : 
from /o —_ ns 


Rv LE 11. 
. Ta get the odd rick, make your tricks 26 
_ early as poſſible, x never fineſſing, but when 
e 


4 8: 
there appears but little probability of your 
ſucceeding without it. 


RULE tl. es 
TY careful how you trump out, even 
though you hold a 885 . 


| RULE IV. 
Farce (*) your partner, though but mode- 
rately flrong in trumps. 
(*) Forcing is the obliging your partner or adverſary _ 
to trump. 
RULE v. 
Having a /ingle card, with only [mai 
tr umps, lead off the Jong ngle card. 


"SECT: X; 
GENERAL MAXIMS, 


MAX. * 


As the playing by ſettled 1 75 gives nol 
only the odds, but d:/covers to your partner 
Jour game, you ſhould therefore avoid as much 


B3 


28 


1 -] 
as poſſible che dc Viating from your accuſtomed 
mode of play. 5 


M AY. 11; 
When ſertiug your cards, contraſt the 
. colors. | 
MAX. III. = 
Avoid, if poſſible, changing ſuits, nor let 
any artifice of your key deceive you to 
it. - 
MAX. Iv. 5 
Be careful how you fineſſe, when you have 
it in your power to make the odd trick. 


MAX. v. 

At third hand be ſure to play your best 
card, and to throw away your wor/?, Ob- 
| ſerve whether your partner follows the ſame 
rule, | | 

MAX. VI. 
Having a deficiency in your adverſaries 
ſait, you may, to deceive them, ro wy 


from your Honsel ou. 


MAX. VII. | 
 Havinga/ong ſuit, with /ftrength in trumps, 
be extremely Cautious how you erump. 


"MAX, 


6230 
MAS: TIL: 
Never force your partner to trump, unleſs 
you are pes in trumps, or exper? to eſta - 
bliſh @ /aw (* 


(3) A fir is eſtabliſhed whenever two partners are 
abic, each of them, to lead a ſuit, which the other 


. > 
trum 78. 


MAX. IX. | 

Should your partner refuſe to trump a ſuit, 
of which he knows you have not the com- 
mand, lead him the ff opportunity your 
beſt trump. 


7 


Having only ſnoll trumps, make them 
when you can. 


MAX. XI. 5 ; 
Do not trump a thirteenth card, unleſs 


you want either to wo /ove your partner, or to 
| gain the lead. | 


| MAX. XII. 

'Do not lead a thirteenth card, unleſs trumps 

are cut, or you have a good reaſon for Jeng 
| your parener or your adverſary, 

B 4 LI © 


„ 

MAX. XIII. 
Having the 4% tramp, with ſome winning 
cards, and one > lofi ing card, lead off the * 


| card, 


: "MAE Iv; 

"Land from Ace, Ni ine; rather than from 

Ace, Ten. 
MAX. KF: 

: Haring led the King, and gained the trick, 
you muſt not from thence conclude that 
your partner holds the Ace; for it is ac- 
counted good play to keep the command of 

your adverſaries ſuit, though you pr with 
that of your partner 3. 


MAX. XVI, 
Do not expoſe your game, by ak upon. 
your partner at eight, unleſs your adverſaries 
are at nine, or upon the eve of ſaving their 
lurch. 5 5 SIE 
MAX. XVI. 
” When commencing the game, or when the 
game is much againſt you, play with beld- 
_ neſs; but at the clo/e of it with you caution 
and forbearance. | ; 
Max. 


(25 F- 
MAX. XVIII. 
Remember what cards drop from each 
hand; how many of each are out; and what 
zs the bf e _ in each. TE, 


SECT. XI. 


 CALCULAT IONS. 


| arb bolds one (card 6975 5 


That my partner holds not a certain = 
card — — 2 owl 


That he holds not two out tof wot? 9 3 to 


SECT. XII. 
THE LAWS oF WHIST, 
1. OF DEALING. 
1 Ir a ROPE is turned up in dealing, it * 
in the option or the adverſe party to call a 
new 


( 26 ) 
new deal ; but if either of them have been 
the cauſe of turning up ſuch card, in that caſe 
5 the dealer has his option. 


II. If a card is faced in the deal, they muſt 
deal again, unleſs it is the laſt card. 
III. Every perſon ought to ſee that he has 
: 1 3 cards dealt; therefore, if any one thould 
happen to have only 12, and does not find it 
out till ſeveral tricks are played, and that the 
reſt of the players have their right number, 
the deal ſtands good; and alſo the perſon who 
plays with 12 cards is to be puniſhed for each 
revoke, in caſe he has made any; but if any 
of the reſt of the players ſhould happen to 
have 14 cards, in that caſe the deal is loſt, 


IV. The dealer ought to leave in view 
upon the table his trump card, till it is his 

turn to play; and after he has mixed it with 
his other cards, nobody is entitled to demand 

what card is turned up, but may alk what 
is trumps. This conſequence attends ſuch 
__ alaw, that the dealer cannot name a wrong 
5 card, which otherwiſc he might have done. 

7 V. None 


17 
V. None of the players ought to take up 
or look at their cards, while any perſon is 
dealing; and if the dealer ſhould happen to 
miſs deal, in that caſe he ſhall deal again, 


unleſs it ariſes from his partner's fault; and 


if a card is turned up in dealing, no new deal 
ſhall be called, unleſs the partner has been 
the caule of it. 


VI. A deals, and inſtead of turning up 
the trump, he puts the trump card upon the 
reſt of his cards, with the face dow nwards ; 
he is to loſe his deal. | 


it. OF PLAYING OUT OF TURN, 
VII. If any perſon plays out of his turn, 
it is in the option of either of his adverſaries 
to call the card played, at any time in that 
deal, provided it does not make him revoke ; 
or if either of the adverſe parties is to lead, 
he may deſire his partner to name the ſuit 


he chooſes to have him lead ; and when a 


ſuit is then named, his partner muſt play it, f 
if he has it. 


VIII. A and Ba are partners againſt C od ; 
+ D 


„ 


D; A plays the Ten of a ſuit, the adverſary 0 


C plays the Knave of the ſame ſuit, B plays 


2 ſmall card of the ſame ſuit; but before D 


plays, his partner C leads a thirteenth or 
ſome other card; the penalty ſhall be in the 
option of 4, or B, to oblige D to win the 
trick if he can. 
IX. A and B are partners 80 C and 
D; A leads Club, his partner B plays be- 
fore the adverſary C; in this caſe D has a 
right to play off before his partner C, becauſe 
B played out of his turn. 


X. If the Ace, or any other 5 of a ſuit 
is led, and it ſhould fo happen that the laſt 
player plays out of his turn, whether his 
partner has any of the ſuit led or not, pro- 
vided you do not make him. revoke, he is 
neither entitled to trump it, nor to win the 


trick. | 
11. or REVOKING. 


XI. If a revoke happens to be . the . 
adverſaries may add three to their ſcore, or 
take three tricks from the revoking party, or 
| take down three from their ſcore, and the 
2 1 en 


( 29 ). 
revoking party, provided they are up, not- 
withſtanding the penalty, muſt remain at 
nine: the revoke takes place of any other 
| ſcore of the game. 


XII. If any perſon revokes, and before 
the cards are turned diſcovers it, the adverſe 
party may call the higheſt or loweſt card of 
the ſuit led, or have their option to call the 
card thy layed, at any time when it does 
not caplſe a revoke. 


XIII. No dk to be china till the 
trick is turned and quitted, or the party who 
revoked, or his partner, have n ** 


XIV. If any perſon * a revoke, the | 
adverſe party are not to mix their cards, upon 
forfeiture of the revoke. 


XV. No revoke can be e * the 
. cards are cut for a new deal. 


IV. OF CALLING HONORS. 
XVI. If any perſon calls at any point of 
the game, except eight, either of the adverſe 
parties may call a new deal ; and they are at 


69 
liberty to conſult each | ther, whether they 
will have a new deal, 


XVII. After the trump card is turned up, 
no perſon muſt remind his parner/to call, a 
penalty of loſing a point. | 5 
XVIII. If the trump card is turned up, 
no honors in the preceding deal can be ſet 
up unleſs they were before claimed. 


XIX. If any perſon calls at the point 1 00 ? 
eight, and his partner anſwers, and both the 
oppoſite parties have thrown down their 
cards, and it appears that the other ſide had 
not two by honors; in this caſe they may 
conſult with one another about it, and are 
at liberty to ſtand the deal or not. 


„XX. And if any perſon anſwers oh he 
has not an honor, the adverſe party may 
conſult one another about it, - Bao are at li- 

berty to Rand the deal or not. 


XXI. If any perſon calls at . after 
he has played, it ſhall be in che option n 


adverſaries to call a new deal. 


1 


v. OF SEPARATING AND SHEWING THE 
| CARDS. 


XXII. If 1 ſeparates a card from 
| the reſt, the adverſe party may call it, pro- 
vided he names it, and proves the ſeparation; 
but in caſe he calls a wrong card, he or his 
partner are liable for once to have the higheſt 


or loweſt card called in any ſuit led during 
the deal. | | 


XXIII. If any . throws his cards 
upon the table, with their faces upwards, 
upon ſuppoſition that he has loſt the game, 

: the adverſaries have it in their power to call 
any of the cards when they think proper, 
provided they do not make the party revoke, 
and he is not to take up his cards again. 


XXIV. If any perſon is ſure of winning 
every trick in his hand, he may ſhew his 
cards upon the table; but he is then liable 
to have all his cards called. 55 


IVI. OF 


VI. OF OMITTING To PLAY TO A TRICK. 
XXV. Aand B are partners againſt C 
and D; A leads a Club, C plays the Ace of 
Clubs, B plays a Club, and D, partner to 
C, takes up the trick without playing any 
card; A, and the reſt of the players, play on, 
till it appears D has one card more than the 
reſt; penalty to be, in the option of the ade 
W to call a new deal. 


VII. RESPECTING WHO PLAYED ANY PAR- 
TICULAR CARD. 

VXXVI. Each perſon, in playing, ought 
to lay his card before him; after he has done 
fo, if either of the adverſe parties mix their 
card with his, his partner entitled to de- 

mand each perſon to lay his card before him; 
but not to enquire who played any particu - 
ar card. | 


„ Fin. 


